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AND NOW A WORD FROM OUR V. P . , . 


RUBBER STAMP is the latest creatility package 
in XLENT's "Printware" ser 1 es . RUBBER S?ÄMP 
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To put two RUBBER STAMP screens on a single 
page, use PAGE DESIGNER. PAGE DESIGNER will 
let you stack 2 graphics 8 screens and add 
text. You can fit up to 8 ICON 's onto a 
single PAGE DESIGNER page. PAGE DESIGNER 
also has a KoalaPad Converter program to 
convert your M icro 111 ustrator flies mto 
Standard graphics 8 flies. 
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TYPESfcTTER produces the highest resolut Ion of 
any program available for the Atari. All work 
created with PAGE DESIGNER or RUBBER STAMP 
oan be directly loaded into TYPESETTER. 
TYPESETTER will allow you to put many icons 
on a single page and add several other 
special features to your creations. 
TYPESETTER comes with 2 versions on the SAME 
DISK, One utilizes the full 128K memory of 
the 130XE, while the 48K Version will run on 
the Atari 800, 30CXL, 1200XL and Upgraded 400 
and 600XL. ' 

We strongly encourage everybody to use our 
Products to produce personal, club, church, 
Business and other organ i zational flyers, ads 
and broehures. XLENT's Printware series 
provides a very low cost, high quality 
graphics environment. If you know people who 
are producing flyers, ads, etc., please Show 
t. h em o u r p r o d u c t s . 
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P t o v i de o the r s ta t u s I n f or ma 11 on 


GETTIMG STARTED 

* ina /our Joystick, KoaxaPad er Touch Tab 1 et 
arid plug it into Joystick Dort one t Ic vqu 
have all three, still plug only one in, You 
^111 nced it for the GRAPHICS EDITOR * • "l>emove 
a!1 car triages * Put the RUBBER SIAM? " dhak 
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tnen your Computer. - Qoi 
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the 5ottoa of the screen. Whichsver *cit. 


HE MAIN MENU 


Q f 1 i ] J> 


PROWRITSR/COMP 
TEXT 16X16 
EDITOR 16 
CONVERT ICON 


>ELECT to make your < 
’ ART to be g in runnin 9 


and then 


4 


oj 



5 


,C CU 












t: y p 0 





6 


You can also AUTCmaticall y LOAD a font or 
RUBBER STAMP screen. When the file you want 
to load appears in the window, press the 
SPACE BAR. You will be prorr.pted with " <F)ont 
or <S)creen?" Hit "F" to load a font or "S" 
to load a RUBBER STAMP.. ? 6 xi 6 or other 
graphics 7+ or 8 screen, 

CHARÄCTER SET LOAD. You can use any Standard 
altered Atari character set. If you own 
TYPESETTER or PAGE DESIGNER, you can use the 
font flies on those disks. The re are several 
co.nmercial and public domain character set 
editors availafole, Plus, check your local 
users group library for fonts (or call White 
u - vH oo t twäre). we regret we did not rav e 
f? -*i o u h t o o in o n, z h- i s et i- s k Z o 1 n c 1 u d 0 3 

•- e 1 e c 11 0 n o f f 0 a t s . 

RUBBER STAMP SCREEN LOAD. ■ Load in 3 screen 
previously created with RUBBER STAMP. Also 
screens saved fro?n rhe TEXT 16X15 editor 3nd 
an y 0 Z he r oraph i c s 7 o r 8 sa ved i n t he 




A N T1 C , N o v e m k e x* 1 9 3 5 , 

RUBBER STAMP SCREEN SA 7 £ Sa v0 the curt«?0. t 

screen in .memory to a disK file. This f11e 
is saved as a Standard graphics 8 screen 
M 3 k 0 s u r' 0 t h 3 . t y o u h 3 v 0 3. t least 62 s e c 1 0 r s 
free on y o u r d i sk . 


SKETCH PAD ICON LOAD. Load in TYPESETTER 
Icons (Sketch Pad flies.). After you put in 
the filename, you will b.e prömpted for the 





quadrant to load it to. Pick "i“ 

lef 5'/ 2 ” f f r u PP er rjght, * 3 58 for 
or 4 for lower right. You can 
load In more icoas by press Ina RE 
to pick another function. 


for upper 
1 öwer left 
ontinue t 
URN or ES 



type 

the 


PAD ICON SAVE. Save part o 
screen as a TYPSSETTER Icon 
n the filename, seiest the 
ress you saut saved as an i 


the RUBBER 





8 


o o 


EXIT TO TEXT EDITOR. This will take you to 
the RUBBER STÄKP Standard text editor. 

*sXi.t rO URÄPHICS EDITOR - Th is will take you 
to the RUBBER S7AMP graphlcs editor, 

ihsre are ssny com'mands in the text and gra- 
phIcs editor. We «Ui glve you a sa*mary of 
what .»ach does. The best way to anderstand 

STANDARD TEXT EDITOR 


Th ?.„- ess 3 g* Bindow will display “THE RUBBER 
ciÄMr.“ The right side of the vindow has 4 
Status 1 rvd leators , The ROW and COL teil you 
tue Cursor positlorr. a H a is the current 
character height and *W” the current 
character width you are using. 


the current 


of the special features found in the 
f?‘11 „. f 01 ? 0R 5re -äct i vated b y hitting the 

CONTROL key in combination »Ith a letter (for 
exaepte»• CONTROL“S. Usual I y the case gf the 
character is unimportant, 'however, if a 
cc»?*and dcesn*t see* to he working, try 11 :/ %s 
r* TioyrmB. 1 tippe rca.se letter. 

Ü5e tne normal Atari inverse toggla to double 
t he nuE>er o x yo^i c%n äcH ie ve 

tt,&u, Escape has 2 functlons, Normal 1 y 11 will 
re turn' you to the I/O FUNCTIONS senu, It 
w; j. i ai so I et you afeort a functSon vou change 


;QNTRöL-G. Go to the GRAPHICS Editor 


SHIFT-CL'SäR 
RETURN to et 


•he entire screen. Press 
ioreen and ESC to abort. 




CONTRQL-E. Erase a portion of the RUBBER 
STAMP screen. Select. the pad number to erase 
er ! 'B“ to erase the -1 hidden rows, 
your mind abcut. 
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M-ove back using CONTROL U. 

Built in Character Sets 
CONTROL-A. Activate the Standard font set. 
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CONTROL-B. Activate the special graphics 
character set. These can be used for 


■ S l QP. I PC 


>e t, Th i 
charac ters 


de the control cnaracter' 
che normal Atari graphics 


Working With Character Sets 

t h e curs or k e ys < C0N T R0 L an ä ARROW Key) 
normal to meve the Cursor around the 
en. All the Cursor keys are bound by the 
en. edge, this me ans that when you get to 

A fiei a * t hiß nn v- ^ n w I 1 1 n n f. r ** f. u r n t n r hi» 


BACKSPACE. The backspace works normal ly with 
characters that are 1 column wide and 1 ros 


c; u r s o r up i r o w. 


CONTROL“ 1 USER I. This function lets you i’nser t 
a bol uan. w i de spane a t the Cursor, sh i ft Ing 
all characters to the right of the Cursor 

column, The number of rows shifted is the 
aame as the neignt in effect. if H=4, 4 rows 
will Eoe moved 1 column over, You can continue 
to Insert' blanks until there is a character 
in column 40. The character size doesn't 


CONTROL-DELETE. Delete a column wide space at 
the Cursor. The number of rows affected is 
overned by the height currently in effect. 
ihe only restriction is no deletion when the 
Cursor is in column 1. 
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Special Effects 


CONTROL-H. Change the height of the character 
using this function, Your choices are from 1 
to 8 rows high and this will be flashed in 
the Message Window. Use the kevboard to aake 
your entry. The current height of the 
character is found after the "H” on the right 
side of the window. If you choose an illegal 
number, a «essage will prompt for the right 
choices. 


CONTROL-W. The width of the chara 
changed using this function. There 


different widths. The 

number 

of colum 

correspond to each width is as 

fol 1 ows 

W = 1 1 

column 


W - 2 2 

co1u mns 


W=3 4 

cd umns 


W = 4 8 

co1umns 




If you pick an unknown width, a message will 
prompt with the correct choices. The current 
width is after the T in the message-window. 


CONTROL -0. The Overlay function lets ycu 
»ri te a character to the screen w ithout 
erssing what is already there. Thise can be 
use fui when writing text önto a graphics 
Image. THE CONTROL-O combination acts as a 
toggle-~that is, you are either turning the 
function on or off. The messages : "Overlay 

c ä +• 11 o Y" “ T 1 « » r r* if a y* 1 a y " tu? | 1 ] RH H f* 3 V* i n T fs ä 

message window, 

CONTFOL-R. The Rotate function allows you to 
type characters that are rotated 90, 180 or 

270 degfrees. The first time you hit 
C0N7R0L-R, the characters are rotated 90 
degrees. Repeated selection of CONTROL-R 

rotates the characters back to a normal 
Position. When using rotated characters, an 
"R" will appear in the Message Window with 
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arrows indlcating the degree of_ rotation. 
Sometime if you to the 1/0 Function 
Sierra, then return, the rotation message will 
disappear although you are still rotated. 

You can rotate any size character. 


CONTROL-I. This function allows you to 
”italicize" <slant) from 1 to 20 rows at the 
same time. The characters you want to itali- 
C i ze should be on the screen before begInning 
this' function. After keyIng CONTROL-I, the 
message window will echo “Set Italics. i'ou 


'■ff l J. i- u cv j.A y *• ^ •" I' - ST - - - /T I m 

the “Start Position.“ Use the UoNiROij-Riu>*>T 
&PR0W and CONTROL-LSFT ARROW Keys to Position 
Vhe mr^or at one end of the characters you 
vant to*“!talicize“, then hit the RETURN KEY. 
Mow, use the CONTROL - ”ARROW Keys to. estabi isfi 
r he End Position“ be ing pro mp».ed for. > iu. 
'.-••® v t prompt is "number of rows: 01-. * use the 
CONTROL-UP ARROW and CONTROL -DOWN ARROW keys 
r, -.*cjviate r.he counter. You must have i 


te the counter. 

> the right of the 
,r ench ? row high 
I f t h £ t 6 3r6 tl 0 t 
. h e c cm mand, “Not 

characters. 


You must have 
characters bei; 
that you want 
etough coiumns 
e n o u g h r o o m" ■ w i 
:L> RETURN 


, : „ - c? y- a c- ?*' r i 1 1 C^tc d t i Id ll l C - - • 

■ l • „ ■■■■ V 6. ; ’-v-i "i \. AS. ? ‘ . 

Tv V r~a fAi i -rswln-tt to get an understanding 
of'this function. 

1. Clear the screen. _ ^ 

2. Enter your name with the height sec at -. 

3. Hit CONTROL-I. 

4. Position the Cursor under the first .etver 

in your name. rslt REiURN. 

Position the Cursor under the last ietter 

in your name. HIT RETURN. 

6. Hit the CONTROL-UP ARROW key one time (the 
counter is now 2.) Hit RcTuRN. 
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erase 


CQL Color 1 = draw and 0 = 
in draw or plot mode 
(KEY) 

P - Toggle from color 1 to 0 
CLR Erase the screen. 

EX Exit to the text editor. 

C Circle function. 

0 Sphere function. 

3 Box function. 

The Circle, Sphere and Box functions have a 
height and width adjustment. The numfcer 
after the function is t;'ne current width, and 
the number following the "H“ is the hei 
Select the center of your shape with the 
button--the Cursor will stop flashing. 
the and to adjust the height and the 

"=" and Keys for the width. When you‘re 

satisfied, press the fire button agairf. Your 
shape will only be drawn if it fits in the 
graphics B work area. This means part of J t 

ean be drawn to the hidden part of the 
screen. 

T h 0 r- 6 X t S 0 y * i ^ o f C 0 m w. c‘ a v- o » r* t. ? y .5- x. r d 

from the keyboard. 

Hovement Eetween Editors 

ESC. The escape key will re turn to the I/O 

menu. 

SHIFT-CONTROL-T. Exit to the text editor. 
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Remember that the RUBBER STAMP window can be 
divided into 4 TYPESETTER size Sketch Pads. 
The Pads are numbered as follows: 1. Upper 
Left, 2. Upper Right, 3. Lewer Le ft and 4. 
Lower Right. 

Window Commands 

These commands affect the entire RUBBER STAMP 
window. Seme of them will also change the 
hidden part of the screen. 

I. Inverse the screen--!ight becomes dark and 
v ice versa. If y 0 u're working with 
Computereyes, this will make those pictures 
look better when you print them. 

CONTROL-D. Shrink the window by half—'your 
Image becomes half as tall and fits in the 
upper half of the screen. 

the width of the window, 

is compressed to fit into 
he new Image is in Pads 1 

Shrink the whole window into Pad 
lets you create Icons from your 
Atari Artist and other graphics. 7 + 


8. Move the screen left 1 vertical scan line 
at a time. 

9. Move the screen right 1 vertical scan 
line. 

C0MTR0L-8. Move the screen up 1 scan line. 
CONTROL-9. Move the screen down 1 scan line. 




17 




ÜCNTR0L-8 and CONTROL-3 let you move th 


hidden 
STÄMP 

part 
window. 

cf 

the screen into 

the 

RUBBER 

When 

moving 

the 

screen, images 

that 

"fall 

off" ? 

ne edge 

w 1 

11 appear on the 

other 

s 1 de . 


Pad Commands 


R. Reverse the Image in Pad 1 v 

S. Switch Pad S with Pad 2. 

U. Tarn Pads i and 2 upside down. 

CONTROL-3. Doubles the height of 
upper half cf the window. Pads 1 an 
to fill the ent5re window. 

GONTROL-C. Copy the upper half of the screen 
to the lower half. (Pad 1 cooles to-Pad 3 and 
Pad 2 coples to Pad 4.) 

CONTRQL-M. Copy Pad 1 to Pad 2. 

CONTROL-Q . Expand Pad 1 to fiil the RUBBER 
STÄMP window. This lets vou create Graphics 
8 screens frcm your Icons. 

CONTROL-W, Expand Pads 1 and 3 to fl 11 the 

Screen. 

CONTROL-Z. Mirror Image Pad 1 to the »hole 
screen. When you mirror Image, the following 
will happen--Pad i will fce reversed, Fad 2 is 
the original Pad 1 and Pads 3 and 4 are 
reflections of Pads 1 and 2. 
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Pad Movement 


6. Move Pads 1 and 2 down 1 scan line. 

7. Move Pads 3 and 4 up 1 scan line. 

C0NTR0L-2. Move Pad 1 to the right 1 column 
at a time. 


CONTROL- 

3. Move 

Pad 

2 to 

the left 1 

column. 

CONTROL - 

Ho V £ 

Pad 

3 to 

the right 1 

coiumn, 

CONTROL- 

5» Move 

Pad 

4 to 

the left 1 

column. 
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TEXT 16 

X 16 


Back to the 

main menu. 

I f you 

were us ing 

another RUBB5 

R S T A M P o p t 

b 

>s 

c 

o 

ma y nee d to 

reboct to ge 

t DüCk t0 t 

he ma i n 

menu* Text 

16x16 has 3 

basic funct 

Ions: 1)1 

,0 arS in the 


special 16x16 high resolution fonts, 2)Rotate 
a screen segment by 90 degrees clockwise and 
3>üse the special fonts for proportional 
printing. Gne unique feature, is the 
reversing of screen Images which can then be 
used for making T-shirt transfers. 

When you select TEXT 16x16, the program will 
load in and you will see an I/O screen very 
similar to the one loaded for the first 2 
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options. A special 16x16 font will 
automaticaliy be loaded for you tö use. This 
set has only the Capital letters redefined. 
Use the up and down arrow Keys to move the 
highlight bar to your selection. Press RETURN 
to activate the select1on, 

DIRECTORY -*-> AUTOLOAD 
16 X 16 CHARACTER SET LOAD 
TEXT 16X16 SCREEN LOAD 
TEXT 16X16 SCREEN SAVE 
. SKETCH PAD ICON LOAD 
SKETCH PAD ICON SAVE 
FORMAT DATA DISK 
EX IT TO TEXT EDITOR 


I f y o u 

Change 

your mind abo 

ut a choi 

ce, hit 

ESC to a 

bort it 

• 



The firs 

t 6 fun 

ctions work j 

ust the s 

ame way 

a s £ o :r 

the st 

andard RUBBER 

0 T ä M P 1“ 

ext and 

graphics 

. e d i t o 

r. The Auto 

load opti 

on v i 11 

load. in 

cä ^ 1 v * 

a n da i d • jre o • ■> l 

cs 7+ or 

3 screen 

o r ' i o k I 

S font. 

The Text 1 

0 K i b DC y 6 

e r* 1 o o xi 

wi11 na 

r« G i. &■ a* 

ny Standard g 

raphics 7 

or 8 

scree n , 

T Sh, 

creen saved 1 

s a s x a n d 

-0 -*••• L’ : " ,-i •*' 

phccs 8 

The 

16x16 screen 

s are the 

some as 

RUBBER S 

TAMP sc 

reens. This m 

eans you 

can load 

i. n p i c t u 

res you 

•' ve created . 

add h:qn 

o e s o i u - 

H ] f> p * »a 

s? t a n d 

t Sh p tn Y " e \ o b, d r 

hem into 

the 

phics ed 

i tor to 

shrink them 

down into 

i c o n s , 

You can 

f ormat 

a blank disk 

in drive 

1 using 


the menu select ion. REMEMBER to rernove your 
RUBBER STAMP disk first. 

Exit to Text Editor will put you into the 
special 16x16 text editor. A 16x16 character 
occupies 2 rows in height and 2 columns in 
width- The special editor automaticalIy 
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adjusts for this height and width difference. 
There fore you can use the Cursor (arrow) keys 
and the Insert and Delete keys 1ike ln the 
Standard ed i tor. 

There are several special f.unctions available 
in the 16x16 text editor. 

ESC, Return to the I/O menu. It is also used 
to'abort some of the special funcclons. 

CONTRGL-M. This toggles on or off the 
guidelines that divfde the screen into 4 
TYPESETTER Sketch .Pads. The Icons may 
soRiettmes be 1 abe I ed with letters. A™ Upper 
left» B-Upper right, C-Lower left and D-Lower 
right. 

CONTRQL-G. Toggle the overlay function on or 
off. When overlay is on, you can type 
letters over the picture without wiping out 


The nexr. 3 overlay functions will let; 
previ'ew the results and fhen decide whe 
t o m a k e t, s i e m oe r m a n e a t o r n o t. 


CONTROL-A.. Overlay ?ad i 


to Paa 6. 


Control-B. Overlay Pads 1 and 2 onto Pads 3 
and 4. This overlays the top half cf the 
window onto tne bottom half. 

CONTROL-C. Overlay Pads 1 and 3 onto Pads 2 
and 4. This overlays the left half of the 
screen onto the right half. 

Screen Movement 


CONTROL-P. Move the screen 1 vertical scan 
1 ine to the right. 
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scan 


CONTROL-Q. Move the screen 1 vertica1 
1ine to the left. 

CüNTROL-R. The rotate function will let you 
turn a portion of the image 90 degrees 
clockwise. After you pick CONTROL-R, you will 
be prompted to set the rotation window size. 
Use the CONTROL key and the- UP and DOWN ärrow 
keys to adjust the window. The window is the 
same nurüber of rows and columns up to 20 x 
20. When you're satisfied, hit re turn to 
rotate the image in the window. The image is 
turned 90 degrees in the rotation window. 


CQNTROL-U.' Hove the screen 1 scan 1 ine up. 
oGMiROL-v. Mo ve the screen 1 scan 1 ine down. 


CONTROL» 

X. Reverse 

the full 

screen image 

from 

left to 

right. T 

bis will 

also reverse 

the 

hidden 

part. Use 

n i s 

option to er 

eate 

screens 

that can 

then be 

dumped with 

heat 

Transfer 

ribbons to 

make T- 

shirt Transfer 

s 

CONTROL- 

Y. Reverse 

the. fül 

1 screen from 

t Op 


to foottom-“in ssssncs 'flip it over. These 
flies can also be used .for transfers. 


Proportional Printing 

We've added the abi1ity to use the 16x16 
fonts with proportional spacing. Proportional 
spac'ing is when the space between the ietters 
is the same. You must be careful when using 
this feature. The characters are actually 
being drawn to the screen. Therefore, to 
erase a letter, you MUST return to the normal 
mode. Also, when you reach the end of the 
line, use the CONTROL and ARROW keys to 
return to the beginning of the next line. 
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SHIFT-CONTROL-P. This will activate the 
proportional print mode. Hold these keys 
until the screen blackens, and then hit 
RETURN. A “P" will be displayed on the right 
side of the message window. TYPE CAREFULLY!! ! 

SHIFT-CONTRQL-R. This returns you to the 
regulär text mode from proportional, Hold 
these keys until the screen blackens and then 
hit RETURN. A "R" will appear in the message 
window. 

To see the difference proportional spacing 
makes, type a phrase in regulär mode. Then 
press SHIFT-CGNTROL-P to go to proportional 
mode. Re type the same phrase underneath the 
first line. You will see that it will take 
up less space because of the spacing between 
the characters. 


EDITOR .16 

Welcome to the world of high resolut ion 
fonts. With this character set editor, you 
now have 256 doxs you can control when 
designing a.character. Randy Dell Inger has 
given us a- Utility that goes fceyond the 
ord.inary altered character set. To get to the 
editor. you must Start at the ma i n. menu. You 
may need to reboot to- get to the main menu. 
When the 16x16 Editor is loaded, you will 
notice that it is written in ÄCTION! Because 
Randy used ACTION*, the editor respcnds very 
quickly. 

I £ you know what Rind of printer you have, 
select it, otherwise pick none. If you 
remember later on, you’re lucky, you’11 get a 
Chance to change your mind. By the way, if 
you have a Joystick, plug it in. 
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The Charaeter Editor screen is divided into 2 
parts. The ieft side is a arid marke d.at the 
ieft and top edges w i th numbers. These 
numbers are just guides to help you. The 
right side of the screen is the menu. 

You can use either a Joystick or the arrow 
Keys to edit a charaeter. üse the fire fcutton 
or space bar to toggle the bits on oi~ off. I f 
you use a Joystick, you can change a leng 
1 ine of bits by Holding down the fire button 
and mo.ving the stick. 

NOTE: Hake sure you have at least 33 sectors 
of disk space befere editing a new charaeter 
set, otherwise go back and format a disk 
first. 

New for the commands. To pick a cosmand, use 
the letter that is displayed in inverse on 

your screen. 

CLEAR. Use tne SHIFT and CLEAR Keys together, 
This. will er.ase eve-rything In the edit window 

ESC. This will abort all the changes daring 
the current edit of the charaeter in the 
window and iet you seiect another charaeter 
to ed 11. 

EDIT NEW CHAR. Press “E“ to seiect a new 
charaeter to edit. You will see the prompt 
"CHARACTER TO EDIT i = !* at the bottom of 
the screen. The number is the ASCII value for 
the charaeter to the right• of the equal sign. 
Pick the charaeter you want to edit by moving 
the Joystick or the right and ieft arrow 
Keys. Flre the button or press RETURN when 
you find your charaeter, HINT: The ASCII 
values will go up to 127 and then wrap back 
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around to 0, so you can go backwards from Ö 
to find a charaeter. 

INVERT, This will change all the light bits 
to dark and the dark bits light. 

LOAD. This let's you load 2 kinds of charaeter 
set s. 

1 - LOAD 16 x 16 CHARACTER SET 

2 - EXPAND BJC 3 CHARACTER SET TO 16 X 16 
16x16 charaeter sets use up 33 sectors of 
disk stcrage. Picking “2" will let you take a 
Standard Atari 8x8 charaeter set and blow it 
up to fit-the 16x16 matrix.. A charaeter is 
b 1 own up by cloubl ing the bits. 


At the prompt for the charaeter set, you can 
type in the filename or ”#“ to abort this 
command. If you can't remember what you 
called your charaeter sets, don't worry. 


Randy has 

bu * 11 

i n 

a dir 

ectory Option. 

O U S t 

press RET 

URN a 

t t 

he f 

ilenarae prompt 

and 

r- -h v; f [h ix 

a r 1 \> s 

ff p 


• : 


SÄvS. Th1 

s 1 e t s 

you 

sa ve 

the high re so! 

a t i o n 

o l \ a r a c i a c 

h, 0 t j> : 0 

u ? v e 

j u s t 

designed. As 

w i th 

the * LOAD " 

command , 

y o u c 

an abort ic or 

CheCK 

the flies 

a1 read 

y o n 

y o u r 

d i s k . 


PRINT. Th 

ic .0 


d w i 

11 0Ti 1 y appcaT I a 

you * ve se 

i ected 

a p 

r inte 

r type. This 

me ans 

that if y 

o u p i c 

ked 

"* none 

" for printer 

type, 

you won' 

t see 

i T - 

> 1 

f you’ve fi 

nal 1 v 

remembered 

what 

k i n 

d of 

Printer you own 

, go 

to the "Ne 

w pr i ti 

ter" 

command first. The 

pr int 


command will print the charaeter in the edit 
window. To see all the characters, go to the 
16x16 Text Editor and type them out. 
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CURSOR SPEED. You can control how fast the 
Cursor moves around the edit window. If 
you've got quick reflexes, set the number 
lower. The higher the number, the slower the 
Cursor will move. 

ÜNDQ. This will abort all the changes during 
the current edit of the character. Unlike 
“ESC", "UNDO“ will let you continue to edit 
the same character. 

CONTROL plus ARROW KEYS. To move your 
character around the edit window, use the 
CONTROL key and the arrow for the direction 
you want to move. Don't worry, if you make 
the character "fall off" one edge of the 
window St will appear on the other side. 

NEW PRINTER. Go loök at your printer. Now 
that you know what kind you have, pick “N" to 
install it. 


QL 

T T 

JL * 

. Th i s w i 1 

1 let you esc 

it the edit 

or , 

To 

go 


back to RUB 

BER STAMP’s 

»enu, rebc 

o t 


comp 

were 

uter. Don' 
working on 

t forget to 

save the fo 

4r 

you. 


3 . 

If you/re 

having trou 

ible coming 

up 

w 11 h 


new fcnts, we've got 2 suggestIons. First, 
Ira Br ickman of White Lion Software is 
designing a set of 16x16 fonts (See appendix 
for info.). And if you're cheap, like some of 
our staff, we’11 let you copy the character 
set editor and give it to your friends. One 
condition--we want to see the sets you 
create. (The file is EDIT16.ASM and can be 
loaded from DOS.) 
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CQNVERT ICON 

And now for what'you've all been waitlng 
for--a new use for your Print Shop Icons. Our 
thanks again to Randy Dell Inger for giving us 
a new use for that disk that*s been lying 
around. Randy used ACTION! again, so this 
another speedy utllity. 

You can do several things from the Converter 
menu. We f 11 gc over them one by one. 

•i. PRINT SHOP DIRECTORY, You MUST do this 
before you can convert any icons. Because 
Print Shop has a nonstandard directory, Randy 
has numbered all the entries. So, you need to 
get the right number for the Icon you want. 
You do have the Option to print this 1 ist on 
your printer, Otherwise, use CONTROL-1 to 
co n t ro1 the 1 isting. 

2. LOAD PRINT SHOP ICON. 

•.hot number your Icon is, 

1 1 j io the c a nverter. Answe r 
picture number and then y 
1 i ftle box on your screen. 
to continue, hit RETURN. 

3. SAVE A3 TYPESETTER ICON. Put a normal 
f ermatte d disk in voo.r dr i ve before sav ing a 
TYPESETTER icon. New type in the name you 
want to call this new icon. We recommend that 
you use a 3 character extension such as 

PAD“ to identify them. If you forgot what's 
on your disk you can get a disk directory. 
Plus make sure you have i5 sectors of free 
disk space. You will see the icon redrawn to 
a TYPESETTER size box and then saved. To 
center the icon, go to the RUBBER STAMP 
Graphics Editor. 


Now that you know 

you can ]oad It 
the prompt for the 
’ou will see it in a 
When you're r e a ä y 
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4. LOAD A TYPESETTER ICON. Th Is Option iets 
you load in different icons so you can view 
them. 

Before you ask, no we can’t reverse the 
process from TYPESETTER into PRINT SHOP. 
TYPESETTER and RUBBER STAMP use a larger area 
for developing icons and therefore haue a 
greater resolution. Too much of the icon's 
detail wouid be lost if we converted it. 
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REPLACEMENT POLICY 

The original diskette is guaranteed against 
defects due to faulty materials or 
workmanship for ninety (90) days from the 
date of purchase. If you are having Problems , 
please return the diskette to us and we will 
replace it, Please include the date and place 
of purchase. 

To obtain a Backup copy, please send $5.00 
and the serial number of your program 
<1ocated on the disk label) to us. The $5.00 
is to. cover the cosfe of media and shipping. 
For those outslde the US. and Canada, please 
include additional funds to cover postage. 

Problems Pr int lag? If you do have Problems,., 
and we hops you don't, please send us s copy 
of your Problem and an explanat ion of when it 
occurred. Please include Information about 
•your System along wlth the Version and serial 
number of your program disk. 
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ACXWüWLga^atsENTS 

Atari, Atari Artist, KoalaPad, Microl1 lustra- 
tor, Micro Painter, Print Shop, Epson, 
Gemini, Prowriter, Mannesmann Tally and NEC 
are Copyrights, tradenames and trademarks of 
Atari Inc., Koala Technologies, DataSoft, 
Broderhund, Epson, Star Micronics, C. Itoh, 
Mannessann Tally and NEC. 

The 16x16 Character Set Editor and Icon 
Converter programs were written using ACTION! 
ACTION! is a Trademark of Act Ion Computer 
Services. Portions of this program are <c) 
1984, A.C.S. . 

Many thanks tc Ira Brickman, Tom Jarrell, 
Johnny Masuda, Jennifer Brahson, Richard 
Rognlie, Jan Iverson, Mike Barnes, Linda 
Kubotä-Barnes, Jonathan Buckheit, * George 
Adamson and everyone eise who helped with 
suggestions and artwork. 

A e v e 1 c o m e a. n y w r i 11 e n o o m % e. n t s o r 
s u gge t 5 o ns t ha t will he 1 p u s pr o v ! de y o u 
sc ^ t h ' t. e ' - o f t * a r e y o u . w a n t. 3 « n d t h e m t o : 

XLENT SOFTWARE 

n „ ^ +. r- 

U 0 p L * U- 

P. 0, Box 5228 
Sy r ?ngfie1d, Virginia 22 5 50 


HiBBS? STÄUP .SOFIkftRE, MOi KENIAT ION AMD ASIWORK A8E COPYRIGHT 1585 8¥ 
KLENT INCORPORATED »ND PIFE STABE CRfiFISKEM ÄKS ALL RIGHTS ARE 
RFSEEUEB. The -üsirihuf ion and sale of this praduct are intendrd fer 
the use of t.he original piirchaser onlg ar.d for use only m the 
conputer syste* specified. Copying, duplicating, selling or otherwise 
distrihuting this product uithout the express witien perKission of 
XLENT INCORPORATED are violations of U.S, Copyright La« and are hereLy 
expressiy forbidden. Piease contact us for Information on nuiti-user 
site licensing agreewents. 




RUBBER STAMP can be used in a lot of 
different ways. We föund that everybody had 
their own favorite RUBBER STAMP Utility. 


If you need some he 1p designing icons or 
character sets, check out cross-stich and 
other need1ework books, The designs will 
al ready be laid out on a grid making it easy 
to transfer. 


You can also make icons from parts of 
graphics 8 screens. Combine simple icons to 
make mc-re complex ones. 


Making T-shirts are fun...NO, you don’t stick 
your T-shirt through the printer, There are 
special heat transfer ribbons and carbons 
available. One souree for ribbons is I/O 

Design, Inc., 19 Lafayette Street, Pumson, HJ 
07760, < 201)747-0943. To make 1 arger 
transfers, use MEGAFONT 11+ to pri n t . your 
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APPENDIX B 

ICONS & IDEAS FOR SALE 

Icon and font disks are available from Ira 
Brickman, Johnny Masuda and Jennifer Brabson. 
Plea.se contact them to order their artwork. 
If you live in tbe saue state as Ira, Johnny 
er Jennifer, please include the appropriate 
tax. 


Johnny has 4 icon disks available. They are 
Computer icons, military icons, alphabet 
icons and international icons. Each disk is 
$9,95 plus $1 for shipping» Order all 4 disks 
for $35.00. Write to Johnny Masuda at 
MasudaSoft, 8503 Linside Way, Springfieid, 
Virginia 22i53. 


Ira has created several volumes of 
Icon disk #1 and Font disk #1 are ea 
+ $1 for shipping. Graphics Library 
comprised of 3 disks cf icons for $ 
$2.50 for shipping. Special ly crea 
RUBBER STAMP's 16x16 text editor is H 
Font Library, a 2 disk set of,24 tex 
and I graphics font with over 30 
de sign s. The price is $26.9-5 + 2.50 s. 
Contact. Ira 3r ick man at White Lion So 
P.O. Box 357, Ridge, New York 1136 
orderIng icons, ask for RUBBER 
compatible disks. 


SKS . 
;9.95 


#2 

29,9! 


When 

5TAMP 


Jennifer Not Pictured" Brabson is still not 
pictured, but you can buy her artwork. See 
her ad for detaiis. Write to Jennifer c/o 
XLENT Software, Dept. JBB, P.O. Box 5228, 
Springfieid, Virginia 22150. 


Just a reminder that all the icons are also 
compatible with TYPESETTER.. You can use the 
8x8 fonts with MEGAFONT II+, PAGE DESIGNER 
and TYPESETTER. 
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EDITOR 16 C0NNRND 5UMMRRV 


CONTROL R 
CONTROL B 
CONTROL C 
CONTROL N 
CONTROL 0 
CONTROL P 
CONTROL Q 
CONTROL R 
CONTROL U 
CONTROL V 
CONTROL X 
CONTROL 2 
SH ITT CONTROL 
5HIFT CONTROL 
ESC 


- Overlay PI 4 P2 

- Overlay PI42 * P3Ä4 

- Overlay PI&3 + P244 

- Pad grid 

- Overlay 

- + l 1 ine 

- * 1 line 

- Rotate HindoM 

- t l line 

- i 1 line 

- Vertical flip 

- Clear screen 

P - Proportional space 
R - NorMal space 

- I/O Menu 








TEXT EDITOR CÖMHRNO 5UHHRRV 


CONTROL R 
CONTROL B 
CONTROL C 
CONTROL E 
CONTROL G 
CONTROL H 
CONTROL I 
CONTROL N 
CONTROL 0 
CONTROL P 
CONTROL Q 
CONTROL R 
CONTROL 5 
CONTROL U 
CONTROL V 
CONTROL N 
CONTROL 2 
ESC 


Standard Pont 
Graphics font 
Control Char font 
Pad erase 
Graphics Editor 
Height 
Italic« 

Pad grid 
Overlag 
+ i line 

* 1 line 
Rotate 
Slice 

t l scan line 

* i scan line 
Nidth 

Clear screen 
I/O nenn 







